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The lord of the rings™ 
2G he 19 rings of power came into being during the first years 








‘3% of the second age. There were nine made for mortal men, 
seven for the dwarf lords and three for the elf kings. 


The dark lord Sauron was able to master the art of ring making 
and constructed the master ring—the One Ring to rule all others. 
With that One Ring, his power was unrivaled as he seized control 
of Middle-earth. His realm of treachery would not be challenged 
until Prince Isildur of the mighty kings defeated Sauron and took 
the Ring. Since Isildur did not destroy the Ring, the spirit of 
Sauron lived on. The reunion of the Ring and its evil master 
seemed destined to occur as the Ring was passed on from owner 
to owner—each step drawing it closer to the dark lord. 


For a long period, the Ring lay at the bottom of the great river 
Anduin. During this time, Sauron’s power grew as he captured 
the nine rings made for mortal men and turned their owners into 
his servants who became known as the Ringwraiths. These dark 
creatures scoured the earth in a tireless quest for the One Ring. 
Eventually, the Ring was found by the hobbit Deagol only to be 
killed by his friend Smeagol who took the Ring. The evil within 
the Ring consumed Smeagol as he used the Ring for nefarious 
deeds. His own people drove him into hiding, calling him 
“Gollum” for the eerie swallowing noise he made. The stealthy 
Bilbo Baggins was the next to hold the Ring as he was able to lift 
it from Gollum and take it back to the Shire. 


On his 111th birthday Bilbo decided that it was time to leave the 
Shire. Although the hobbit had grown very attached to the magi- 
cal Ring, the powerful wizard Gandalf was able to convince Bilbo 
to leave the Ring in the hands of Frodo (Bilbo’s nephew). It is 
now Frodo’s quest to carry the Ring safely to Rivendell in order 
to learn what will become of the Ring from the council of Elrond. 
His party will not have an easy journey as the foreboding specter 
of Sauron and his Ringwraiths will stalk them and the powerful 
Ring every step of the way. 
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how fo play 





ee S Frodo, it is your quest to successfully navigate your 

»*& party through Middle-earth to arrive at Rivendell and meet 
with Elrond. Essential to your quest will be your effective utiliza- 
tion of the information, items, weaponry and experience that you 
acquire along the way. 


Your journey begins in the Shire and will carry you through the 
often treacherous lands of Eriador. Sauron’s presence will weigh 
heavy in your thoughts as you cross the river Brandywine and 
progress through the Trollshaws in the great plains of Rhudaur. 
Eventually, if you are able to overcome the countless obstacles 
that will be strewn in your path, you will achieve your ultimate 
goal and arrive at Rivendell unscathed. 


Hobbiton is your starting point. Learn as much as you can from 
the people there. They will provide you with information that will 
be vital in getting your quest underway. Gandalf, the wizard will 
be present here and he will appear to you and your party period- 
ically throughout the game to aid in your mission. From here 
you will need to begin gathering your party members together 
and leave Hobbiton. 


Once you 
leave the famil- 
iar confines of 
Hobbiton and 
venture into 
the unknown, 
always remem- 
ber to use the 
friendly char- 
acters that you 
encounter. 
They will pro- 
vide you with 
information 











that will alert you of impending danger or inform you of the loca- 
tion of weapons and/or items that you will need in order to com- 
plete your mis- 
sion. As long as 
you obtain useful 
information, find 
items and 
acquire weapons, 
you and your 
party will become 
a more powerful 
force. If you can 
accomplish this, 





you will be a formidable foe for Sauron and the Ringwraiths and 
your campaign to Rivendell will run smoothly. 





game controls 


Once you have inserted the Game Pak in the Super Nintendo 
Entertainment System’, pressing B will allow you to advance 
through the start-up screens. When the Lord of the Rings title 
page appears, press Start and the game will begin. 


CONTROL PAD - Moves 
a character North, South, 
East and West. 


A - Allows you to use an 
equipped item. 





B - |) Parry/Defend. 2) Toggles information box off. 3) Selects 
an item from your inventory. 


X - Toggles Status Bar on or off (it appears at the top of the 
main screen). [ 






Y - Attack. Also allows you to fast forward through startup 
screens and clear text messages. 


L+R - Pressing both L and R simultaneously will bring up the 
current password. 


R - 1) Pressing and holding this button shifts your control from 

_ Frodo and allows you to directly control the other members (as 
one unit) with the Control Pad. 2) Tapping this button “calls” the 
other party members back to Frodo (this is useful if they are 
beginning to wander off screen). 


START - Pauses the game. 


SELECT - Pressing Select brings up the status and item screens. 
L and R in this mode allows you to cycle though the party mem- 
bers and the item bag. When the item bag is selected, the 
Control Pad can be used to scan the items. Pressing B will select 
an item and return you to the status screen. Pressing select from 
here will bring up the main screen again. 
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mulfiple player game 


The two player mode allows each player to control a specific 
member of the party. Player 1 assumes the role of Frodo and 
Player 2 controls Sam (as soon as he joins the party). When 
Aragorn is added to the party, he is controlled by Player 1 and 
Frodo becomes Player 2. 


With the SNES Multiple Player Adapter (MPA), up to 5 people 
can play at once. By plugging the MPA into controller slot 2, 
each of the 5 players will be able to control a specified character 
as they join the party. As in the two player mode, Aragorn is 
Player 1 and Frodo is Player 2. Players 3-5 can control their 
characters by plugging additional game controllers directly into 
the MPA. Each numbered slot on the MPA corresponds to a cer- 
tain character. Player 3 will be Sam, Player 4 will control Pippen, 
and Player 5 will operate Merry. If Gimli joins your party, player 
5 will then control him instead of Merry. 


At any time during game play, you can switch from the MPA to 
regular game control (and vice-versa) without disturbing the cur- 
rent game (the mouse cannot be used with the MPA). 


using the mouse 


By attaching the SNES mouse to your system as Controller | 
(mouse will not function in controller slot 2), all game functions 
mentioned in the section “Game Controls” can be controlled with 
the mouse. 


The mouse will move the cursor throughout all the screens that 

appear during the course of game play. The cursor will appear in 

the form of several different symbols depending upon specific 
game situations. 


When the cursor is in the shape of a ring, 
pressing the left mouse button 


tional arrow that the lead charac- = 


will turn the cursor into a direc- 








ter of your party will follow. Moving the cursor onto the lead 
character or an attacking enemy will cause the cursor to become 
a sword. 


While it is a sword, pressing the left mouse but- 
ton will engage the attack function and press- 
ing the right mouse button will allow you to 
parry or defend. 


When the cursor is a ring, pressing the right 
mouse button will change it into a piece of 
parchment paper. The parchment cursor will 
enable you to access the status screen by 
pressing the left mouse button. 





When the status screen appears, you can select a character or 
the item bag by moving the cursor onto the desired option and 
clicking the left mouse button. After selecting the item bag (item 
screen will appear), pressing the left mouse button will select an 
item and return you to the status screen. The right mouse button 
in this mode will send you back to the status screen without 
selecting an item. To return to the main screen from the status 
screen, press the right mouse button. 


After you have selected an item from your inventory, it will 
appear on the far right of the status bar. To use that item, toggle 
the status bar on and click the left mouse button on the item. 


In the normal game mode, you will be able to turn the status bar 
on or off by clicking the left mouse button after positioning the 
cursor at the top of screen. 


character status and inventory 


As your journey progresses, it is increasingly important that you 
keep your party in good health and well equipped to deal with 
any conflict that may arise. To check on the status of your 
party, press Select and the status screen will appear. You can 
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select which char- 
acter's status you 


would like to | ae i GHHGEE 
review by using — 
the L and R but- : | | | Ae 


tons to move 


through the char- Sofas 
acter representa- -} w:OLD DAGGER STR: Q1 


tions at the bot- © -:CLOTH CLOAK DEF: QO] 


tom of the screen fF 
(when the status % é : 
screen is -_ 
accessed Frodo’s . - ae —— - 
Statistics are displayed first). Just underneath the character’s 
name you will find his health, experience and level. The charac- 
ter's health rating is indicated by the number on the left, with his 
maximum health capability on the right (current health/maxi- 
mum health). Also featured on this screen will be the weapon a 
character currently has equipped as well as his armor. Just to 
the right of these items are the character’s strength and defense 
quotients. 





At the lower right of the 
status screen is the item 
bag. When you select the 
item bag, the inventory 
screen will appear. This 
screen will remain blank 
until you acquire various 
gems, keys and other 
items to stock your inven- 
tory. Once you collect an 
item and place it on the . 
inventory screen, it can be equipped at your Gecetion by press- 
ing the B button. When you reach a point where you have many 
items on your inventory screen, use the Control Pad to cycle 
through the screen and arrive at the desired item. 





weapons and armor 


Over the course of your quest you will have many opportunities 
to make your party stronger by obtaining superior weaponry and 
armor. Each member of the party will be able to use specific 
types of weapons, depending on whether he is a Hobbit, human 
or a dwarf (all characters will be able to use any type of armor 
that is discovered). 


The Hobbits in your party will be restricted to the usage of dag- 
gers. There are six different types of daggers that can be found: 
The Old Dagger, The Dagger, The Barrow Dagger, The Troll 
Dagger, The Elvish Dagger and Sting. From the rusty, outdated 
Old Dagger to the immensely powerful Sting, each weapon is 
progressively more powerful and, as a result, less plentiful in the 
land of Eriador. 


When Aragorn becomes a member of your party he will be able 
to use any sword that you find. There are six types of swords 
waiting to be revealed: The Light Sword, The Sword, The Named 
Sword (these swords are named after regions and people of 
Middle-earth), The Elvish Sword, Anduril and Glamdar. Like the 
daggers, these swords are ranked in terms of power with the 
mighty sword of Glamdar being the most powerful of the human 
weapons. 


Gimli, the dwarf, specializes in the use of axes. The Ax, The 
Heavy Ax and The Battle Ax are his weapons of choice. 


Each character’s ability to withstand an assault depends on the 
type of armor that he wears. You will begin your mission with only 
a Cloak. It is important to improve the defensive capabilities of 
your party as soon as possible. Finding better armor will accom- 
plish that. If you manage your quest wisely you will find the armor 
necessary to prepare yourself for the danger that lies ahead. You 
will be able to discard your tattered cloak for the Leather Armor 
and even better Chain Armor. When these defenses become 
obsolete, hopefully you will have the good fortune to discover 
Plate Armor and eventually the impenetrable Mithril Armor. 


items 

During your journey to Rivendell, you will have many opportuni- 
ties to enhance your item inventory. From the Gateway Gems to 
the Healing Fruit, each item will improve your party’s chances of 


successfully completing the quest. Some of the more beneficial 
items include: 


The Moria Key - This key opens several doors in 
Moria. It is placed sequentially behind its own locked 
doors so that you must use it on the first door before 
you can utilize it the next time. 


The Elvish Book - The passages of this book of 
Elven verse can only be translated by Gandalf. 


The Lost Amulet - One of the six Elvish amulets that 
was stolen from Elrond by Sauron. Their significance 
is unknown but many adventurers have searched 
from the Misty Mountains to the Shire trying to find 
them. The reward for its retrieval would be substantial. 


The Gate Key - This key will open the gate in the 
East of Hobbiton. Rumor has it that Old Gaffer 
Gamgee has custody of it. 


Gold - As one might expect, gold has many uses in 
Middle-earth including buying, trading and bribery. 


Magic Moss - This item has powerful healing capabil- 
ities. It is the one natural substance that neutralizes 
the venom of a poisonous snake bite. 


Athelas Major - Also known as Kingsfoil, it has 
miraculous healing powers when in the hands of 
Aragorn. 
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Mushrooms - They function as both medicinal aids 
and health sustenance. 


The Magic Fern - It heals wounds when used as a 
bandage. 


oe The Gateway Gem - One of several magic gateway 





gems. Search far and wide for these, Gandalf will 
need them all. 
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If you want to continue a [= 
game from the same point 
that you ended the last , 
game, you can do so by entering the erreennce Spassword: 
From the title screen, select continue and the password screen 
will appear. Use the control pad to move the cursor from space 
to space. You will use B to cycle through the letters forward and 
Y to reverse the direction. The A and X buttons function similar- 
ly, except at an accelerated rate (A scrolls forward and X back- 
ward). Press Start after you have entered the password and your 
game will begin (if the password is not valid, a tone will sound 
and you will remain on this screen) 


With the Mouse—The left button controls forward motion and 
the right button controls reverse. Pressing both buttons simulta- 
neously will enter the password. 
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opfions 


To access the Options screen, select options from the title screen 
and press B. Here you will be able to turn the sound, music and 
stereo functions on or off. 
Use the Control Pad to 
make your selection and 
then press B. Press B again 
after selecting DONE and 
you will return to the main 
screen. 





character profiles 


Frodo Baggins 

The nephew of Bilbo Baggins, he holds the Ring to rule all oth- 
ers. Although he never asked for the tremendous responsibility 
of carrying the Ring to Rivendell, he has accepted this quest and 
he is destined to see it through to its conclusion. 


Samwise Gamgee 

“Sam” is Frodo’s loyal and close friend. He is renowned as one 
of the strongest of the hobbits and a valuable asset for the trek 
across Middle-Earth. 


Pippin Took 
He is the son of the Thane of the Shire. Prone to irresponsible 
behavior, he is a good and kind friend who must be looked after. 


Meriadoc Brandybuck 
Frodo’s cousin, known as “Merry”, he is an intelligent and 


resourceful hobbit. As Pippin’s best friend Merry is able to keep 
the mischievous hobbit in line when necessary. 





Aragorn 

The only human in Frodo’s party, he is an expert swordsman 
and a fearless warrior. His value to the journey is immeasurable. 
Gimli 

A dwarf whose skillfulness with an ax is well known. He is also 
the son of Gloin, one of the 12 companions of the great Thorin 
Oakenshield. 

Legolas 

Son of Thranduil, the King of the Elves of Northern Mirkwood. 
This elf is brave and noble. He would be a valuable companion. 
Gandalf 


The wise and powerful wizard who is respected by Frodo and the 
hobbits. His teachings and advice will be crucial to the success 
of Frodo and his party. 
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PRODUCED BY 
Alan Pavlish 


DESIGNED BY 
Matthew Findley 
ART DESIGN 
Brian Giberson 


ART BY 

Brian Giberson 
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limited warranty 


INTERPLAY LIMITED 90-DAY WARRANTY 

Interplay warrants to the original consumer purchaser that this Game Pak will be free 
from defects in material and workmanship for 90 days from the date of purchase. If 
the Game Pak is found defective within 90 days of original purchase, Interplay 
agrees to replace, free of charge, any product discovered to be defective within such 
period upon receipt at its Factory Service Center of the product, postage paid, with 
proof of date of purchase. This warranty is limited to the Game Pak originally provid- 
ed by Interplay and is not applicable to normal wear and tear. This warranty shall not 
be applicable and shall be void if the defect has arisen through abuse, mistreatment, 
or neglect. Any implied warranties applicable to this product are limited to the 90- 
day period described above. Interplay disclaims all responsibility for incidental or 
consequential damages 


some states do not allow limitations as to how long an implied warranty lasts and/or 
exclusions or limitations of incidental or consequential damages so the above limita- 
tions and/or exclusions of liability may not apply to you. This warranty gives you 
specific rights, and you may also have other rights which vary from state to state. 


Lifetime Warranty 

If the Game Pak should fail after the original 90-day warranty period has expired, 
you may return the Game Pak to Interplay at the address noted below with a check 
or money order for $15.00 (U.S. currency), which includes postage and handling, 
and Interplay will mail a replacement to you. To receive a replacement, you should 
enclose the defective Game Pak (including the original product label) in protective 
packaging accompanied by: (1) a $15.00 check, (2) a brief statement describing 
the defect, and (3) your return address. /f replacement Game Paks are not available the 
defective Pak will be returned and the $15.00 refunded. Due to the nature of batteries, 
the battery back-up in any Game Pak can only be warranted for a period of one year 
from date of purchase. 


If you have a problem with your Game Pak, you may wish to call us first at (714) 
553-6678. If your Game Pak is defective and a replacement is necessary, U.P.S. or 
registered mail is recommended for returns. Please send the Game Pak with a 
description of the problem and $15.00 to: 


WARRANTY REPLACEMENTS 
Interplay 17922 Fitch Ave., Irvine, CA 92714 


NOTICE: Interplay reserves the right to make modifications or improvements to the 
product described in this manual at any time and without notice. 


Software and Manual Copyright 1994 Interplay Productions, Inc. All rights reserved. 
This program is published with the cooperation of the Tolkien Estate and the their 
publishers, HarperCollinsPublishers. This game is based on The Lord of the Rings 
©1954, 1955, 1966, J.R.R. Tolkien. The Lord of the Rings is a registered trademark, 
characters and names are trademarks of Tolkien Enterprises. The Lord of the Rings 
animations copyright OThe Saul Zaentz Company, 1978. All rights reserved. 
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